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Flick through to our reviews section and you'll 
find not one, not two, but three 90+ scoring 
games in this month's issue, including Naughty 
Dog's breathtaking Uncharted 3 and the 
incredible MW3. So there's never been a better 
month for games, but there's plenty more still to 
come long after Santa's dropped off the goods. 
Coming hot off the heels of the New Year is a 
host of sci-fi treats, including Starbreeze’s latest 
| Matrix-meets-Brink shooter Syndicate and the 
sci-f-cum-Western Prey 2 — the latter being one 
to keep your eyes on particularly. 
But that’s not all for 2011. We'll have one more 
issue before breaking up for Christmas, and we 
promise you won't want to miss it! Subscribe for 
free by completing the form 


to your right, and enjoy this = s DON’T MISS ISSUE 58 
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month's issue! 


David Scammell, Editor 
Twitter: @GZ_Dave 
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FURIOUS 4 


Publisher: Ubisoft | ETA: IBA 2012 


@) ne glance at Furious 4 suggests that someone 
at Gearbox clearly enjoyed Tarantino’ Inglorious 
Basterds. But that's not the only comparison we're 
drawing, as Furious 4’s ensemble looks like some of the 
CATH ERI N E cast offs of Team Fortress 2’s crew. But seriously, Furious 
4 looks like ainteresting step in a series that spent too 
PuPIe ne Deep es) long in Call of Duty’s chalks Four-player Bop isa 


ove is a game, and a dangerous one at that. Just ask given here.so we'e keen to see how this one turns out. 
| Vincent who's landed himself in a love triangle with 


his girlfriend of five years and also his latest squeeze 
Catherine. When he's not out juggling his complicated 
affairs he's facing his fears in bizarre nightmares that 
see him chatting with sheep and climbing a crumbling 
staircase laid with moving blocks and deadly traps Publisher: Capcom | ETA: February 2012 
to live another day of infidelity. That's Catherine in a 
nutshell, folks. Any takers? 
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hile fans adjust to 

Ninja Theory’s dye job, 
Capcom's doing what it does 
best in dishing out second 
portions of the original Devil 


Publisher: SEGA | ETA: March 2012 May Cry trilogy remastered in 
: i ere’s another quirky Japanese import showing up luscious high definition. 
on our radars, although given how common 


zombies are these days, this is slightly less peculiar. The 
undead have taken over the bustling streets of Tokyo's red 
light district, and it’s up to Kazuma and at gang to mow 
these hordes down using gam 

fists, guns or anything they 
can get their hands on. 
Think Dead Rising but 
with darts, fishing and 
karaoke on the side. 
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gets it right. If you're one who keeps 


Yrs got to love it when the rumour 
mil it right. i 
their ear to the ground, you'll know that 


the reviva 
town for s 


of Syndicate has been the talk of the 
ome years now. 


But despite only being announced by EA 


in Septem 
will be bla 


ber, Starbreeze’s uber-cool shooter 
sting onto your PS3 in just three 


months'time. So why sucha short campaign for 


a shooter 


from the studio behind the original 


Darkness and the awesome Chronicles of 
Riddick games? Time to investigate. .. 
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Publisher: EA 
Developer: 
Starbreeze Studios 
Heritage: Assault on Dark 
Athena, The Darkness 
Move Compatible: TBA 
Link: N/A 
ETA: February 


> Syndicate continued 


“tt wasn't planned that way’ 
explains Executive Producer Jeff 
Gamon. "It's the way the cards fell. We 
wanted to be comfortable with the 
software, do the brand and legacy 
justice, and fit in with EA's portfolio 
in some way as well. Personally 
speaking, with my consumer hat 
on | think the fact that it's only three 
months away is pretty great” 

Reading between the lines, 
Gamon's comments can appear 
quite ominous. Comfortable with 
the software? Gamon isn't exactly 
singing the game's praises. But 
just because Syndicate is out soon 
doesn't mean that you should start 
thinking that it must be a rush job. 


EA started working with Starbreeze 
on the project four years ago, 
experimenting with a barrage of 
different ideas before settling on 

a first-person shooter reboot — a 
decision that has confused a few of 
the series’ hardcore fans. 

“Syndicate is one of those classic 
landmark games; continues Gamon, 
“but we never set out to remake 
that classic. We just wanted to take 
the cyberpunk world, the agents, 
the weaponry and the brutality 
which seems even more relevant 
today, and recreate it for gamers two 
decades on. 


Corporate Affairs 
Set in the year 2069, the world’s 
mega-corporations have turned big 
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business into war, controlling the 

population via the use of biochips 

implanted into their heads. You 

play as one of them, the’so badly 

named it's cool’hero Miles Kilo, a bio- 

engineered badass outfitted with 

the ability to breach into anything 

connected to Syndicate's digital 

network — which naturally includes , oY — 

the chips found in your enemies’ 

heads, their weapons and the 

environments around them. 
You're a bit of a dick, in other 

words, going around hacking into 

anything you can to further your 

employer's dominance over 

the market, while fending off 
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> Syndicate continued 


rival corporations’ assault teams. It 
harks back to the original in some 
way then, but how much this 
influences the gameplay we still 
can't tell. Everything we've seen of 
Kilo’s abilities so far has been fairly 
uninspiring — slowing down time, 


hacking into turrets and influencing 


enemies to turn the gun on 
themselves being the core three, so 


hardly much to get excited about. In 


fact, for the most part of our demo, 
Syndicate felt fairly typical of the 
genre — a linear shooter with an 
overactive HUD. Please don't let the 
concept go to waste, Starbreeze. 


Pretty City 

There's no denying that it certainly 
looks cool, though. The clean, neon- 
hued world works fantastically as a 
futuristic dystopia, and Starbreeze's 
trademark physicality does a great 
job of making the player feel a part 
of the digital world. But don't let 
those Deus Ex: Human Revolutions 
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“Brink meets 
The Matrix” 


comparisons fool you. Though 
the art style may be similar and 
the science fiction near identical, 
Syndicate is actually far more Brink 
meets The Matrix. 

We have our own suspicions 
as to why EA may be rushing the 
game to market so soon after its 
announcement, as we don't actually 
think Syndicate will be quite the 
head-turner its legacy suggests it 
should be. But what we've played is 
entertaining, even if its selling point 
isn't as original as Starbreeze thinks 
itis. Could Syndicate be a missed 
opportunity? Find out in February. @ 
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Publisher: EA 
Developer: DICE 
Heritage: Battlefield series, i 
Mirrors Edge 
Move Compatible: No 
Link: www.battlefield.com 
ETA: Winter 


taking one step back to go two 
steps forward, Back To Karkand is it. 
A collection of much-loved maps from 
; Battlefield’s 10-year history mixed in 
eemeeeeee §6\vith new weapons and vehicles, Back 
eee: = 10 Karkand is a reminder of DICE at 
Mb th oa Sm its very best. 
eee §=§=— There are four classic Battlefield 
=m maps here, each reimagined and 
reinspired by the Frostbite 2 engine 


| f there's ever an argument for 


“A reminder of DICE at its 
very best. Essential DLC” 


— which, by very definition, should 
make them even better than ever. 

We've had a go on Strike At Karkand, 
BF2's famous urban theatre of war now 
given a destructive new twist. The large 
courtyards and myriad of backalleys 
and rooftops offer tremendous balance, 
and it's arguably better than any of 
BF3’s on-disc maps. Wake Island, 
everybody's favourite map ever, also 
features. Essential DLC. @ 
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of franchises which we thought and shrinking sections — the latter 
deserved sequels, it’s unlikely that subsequently borrowed by Duke 

Prey would get a lookin. It wasn’t that Nukem Forever — Prey very much felt 
3D Realms original was particularly like a late-90s first-person shooter. The 
bad (its low-80s Metascore is pretty five year gap, meanwhile, suggested 
spot on, wed say), but other than that 2K themselves failed to see a 
some interesting pre-Portal portal future for the franchise. 
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Publisher: Bethesda 


Developer: 


Human Head Studios 


Heritage: Prey 


Move Compatible: IBA 


Link: N/A 
ETA: March 2012 
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> Prey 2 continued 


But Prey’s back, and with the 
rights picked up by rival publisher 
Bethesda, Prey 2 takes the series in 
an altogether different direction 
to its predecessor. Picture Dogg: 
The Bounty Hunter crossed with 
Blade Runner, and you've got the 
sci-fi sequel in a nutshell. Rather 
than fearing the ETs, you're now on 
the hunt for them, cast as bounty 
hunter Killian Samuels, a former US 
Marshall who awakens on an alien 
world called Exodus while suffering 
from amnesia, and packing the 
kind of kit that would make Boba 
Fett turn green with envy. 

Exodus feels like a mix between 
Star Wars’ Nar Shaddaa and Blade 
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Runner's uncompromising 

vision of a dirty, seedy 

future, with Samuels on 

a mission to discover the 

facts about his past and 

forge a future for himself. 
Throughout Exodus 

there are alien drug lords, 
monsters, competing 

bounty hunters and 

vulnerable civilians — an‘Alien Noire’ 
as developer Human Head Studios 
has dubbed it. 

Like Deus Ex: Human Revolution, 
Prey 2's structure is hub-oriented, 
with players free to wander Exodus, 
taking on missions and discovering 
new areas at their leisure. Unlike 


Jensen, however, Killian has a jet pack 
letting him scale buildings, vault over 


MEG eae Wipes °. 
j rR 4 
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obstacles or even hang off the sides 
of platforms for improvised cover. The 
level of freedom is heightened by a 
reactive world, which will continue 
with an element of normality until 
you decide to draw a weapon. 
Any civilians shot will prompt local 
security bots to gun you down for 
your behaviour, but bounty targets 
and their respective crews are 
considered fair game. They're 
the sort of systems youd 
often expect to 


“Picture Dogg: The find in RPGs, but 
| Bounty Hunter crosse d he actionfeels > 
a? ‘ with Blade Runner” 
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> Prey 2 continued 


entirely beneficial to the first- [i 
person shooter viewpoint. 

To help differentiate the 
two, Killian has access to an 
augmented reality scanner, 
a piece of machinery that scans 
NPCs to determine potential targets. 
Yellow targets are potentially hostile, 
red indicates danger, while green 
represents a civilian. All characters 
in the world can be spoken to and 
interacted with, with some offering 


up tasks or information about targets. 


The demo mission we were 
shown involved collecting a 
bounty on a crime lord, using 
his smack-talking second-in- 
command as hostage to lure 
him from his hideout. With 
the lizard-man at gunpoint 
we stride into the crew's 
headquarters, where our 
mark orders his cronies to fire 
on his expendable right- 
hand man, transforming 
the wise-guy lieutenant 
into a blood-spurting stump 
while in our arms. Being set 
in the future, characters have 


“An intergalactic 
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access to enhanced gadgets and 
weaponry, something exampled 
by our teleporting target, forcing 
Killian to climb up buildings, vault 
over platforms, and perform death- 
defying leaps high above the dark 
sin-ridden city. Other fantasy sci-fi 
gadgets on offer include anti-gravity 
grenades, which cause enemies to 
float into the cosmos above, Iron 
Man-styled auto-targeting shoulder- 
mounted rockets, and disc shields 
which gradually dissolve under fire. 
We're told there'll be around 20 
other gadgets to play with 
throughout the campaign. 
Cornering the target, Killian 
deploys an electro-web device 


which traps the foe in a golden orb 
and offers the player the choice of 
either killing the target or sending 
him to the slammer unharmed. Like 
BioShock or Mass Effect, these sorts 
of choices will lead to consequences 
later, with a rep system determining 
how NPCs respond to you, and how 
certain contacts will require you to 
murder a target. 

A hackneyed tale of amnesia may 
not sound too promising, but frankly 
at this stage, Prey 2 looks a bit too 
much like a futuristic first-person 
Stranger’s Wrath for us to even care. 
A mouth-watering prospect, expect 
Prey 2 to be an intergalactic epic 
worth the five-year wait. © 
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Publisher: Activision 
Developer: Infinity Ward, 
Sledgehammer Games 
Heritage: Call of Duty 4, 

Modern Warfare 2 nfinity Ward is dead. That was the 
PS Move Compatible: No | headline. After years of building the 
Link: www.callofduty.com world’s most successful, industry- 
OUT NOW changing franchise, one of gaming's 
biggest developers had collapsed 
amidst a high-profile, media-frenzied 
fallout between its management and 
its owners. Key, influential staff had 
walked away from their pipelined 
projects taking their collective talent, 
experience and vision for Modern 
Warfare's third act with them; others 
had been chucked. Everyone assumed 


Close Issue 


DOWNLOAD OTHER MAGS (®)Contact Us ji Tella friend 


the worst, that the odds of the studio's 
carcass topping Modern Warfare 2 and 
its previous monumental classic Call of 
Duty 4 with a third game — a task already 
weighted heavily against it - were now 
seemingly impossible. 
But somehow IW has defied logic. 
It's silenced its critics and left us utterly 
shell-shocked. It's achieved the 
unthinkable. Its tale of revenge, justice 
and bloodlust offers one of the most 
compelling final acts we've ever seen in 
videogaming, with a pay-off worth the 
teasing four 
year wait. 
Not only is 
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CALLOFDUTY: @ 
MODERN WARFAGE 3a] 


Is Modern Warfare getting old? Not by along stretch, says David Scammell 


Modern Warfare 3 the greatest 
Call of Duty yet, but it is, quite 
frankly, the best shooter this 
generation of consoles has-seen. 
MW3's quality comes in its 
consistency. From start to finish, 
MW3's campaign is a frenzied 
adrenaline rush of catastrophic 
events, explosive drama and 
personal anguish, filled to bursting 
with scene after scene of explosive 
set-pieces and sequences that \ Ak 
Hollywood could only ever dream {ass 
of recreating. It's World War 3, 
basically, with love-to-hate 
villain Makarov sending Russia > 


“The shooter of 
the generation!” 
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Click here to see the enhanced 
version of this shot! 


> Modern Warfare 3 cont. 


into a bitter war against the West, and 
the game's timeline documenting the 
events that catalyse the declaration of 
war from countries around the globe. 

In moving Modern Warfare out of the 
suburbs and into the world’s largest 
cities, the developer has been gifted the 
opportunity to create an outstanding 
and often chilling vision of a third world 
war. The destroyed urban landscapes 
— which include Paris, London, 
Hamburg, New York City, and more - 
offer an incredible canvas for combat, 
with their familiarity adding a personal 
and emotional twist onto the intensity 
of the warzones. You've got to be a fairly 
hard-nosed person not to be moved by 
the destruction of key landmarks and 
locations. The developer also has an 
incredible knack of taking iconic scenes, 
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battles and behaviours 

from previous real-world 

wars and modernising 

them here in contemporary 
scenarios: the concentration | 
camps and beach landings 

of WWII refashioned here 

in a reverent but utterly 
thrilling manner. 

IW's inspired take on war and its 
translation into a shooter feeds directly 
into the incredible depth of MW3's 
narrative, an area of particular 
improvement over its predecessor. 
Where Modern Warfare 2 faltered in its 
ability to successfully tell the story in any 
compelling, clear-cut manner, MW3 
shines. You wouldn't have been blamed 
for thinking that the story behind MW2 
was terrible — it wasn't, but the awkward 
structure and poor storytelling meant 
that the game wasn't able to put it 


Arkaden, a map set in and 
around a German shopping 
centre, is one of our favourites. 


Print Page l—y) Search Issue 


across in the manner it really should have 
done. Here, however, the crux of the 
game remains simple: kill Makarov, but 
it's delivered in an incredibly clever 
method that's clear enough for 
players to follow comfortably, 

while simultaneously being 

host to an unprecedented 4s 
depth. And while = 

not always 

obvious, 
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> Rew fans will certainly relish in seeing 
the remarkably clever references to 
previous Call of Duty games found in 
many of the levels. 

Every level serves as a triumph in 
pacing and design, some starting slowly 
before building into a crescendo of ‘ 
bullets, bombs and explosions, with ee 


others - opening mission bravely — 
od 


included — throwing players straight in at 


i$ 


“= the deep end. ‘Mind The Gap’, a mission rs 
Ps- set in London's Canary Wharf, begins with S 
the SAS stealthily clearing out the area's 
warehouses before climaxing in a 100mph 
shootout in an underground tube station. there just isn’t a single poor mission in the the best possible way, the entire 
‘Return To Sender’, meanwhile, bounces entire game), it's during moments that campaign is bonkers — and while you're 
players in and out of support vehicles attempt to recapture the tense often expecting it to stagnate, Modern 
and equipment during an assault on a atmosphere of previous CoD highlights Warfare 3's relentless action actually never A 
Somalian dockyard, while another, set like ‘All Ghillied Up’ or the violently fails to exhilarate. ‘ 
aboard a plane and titled ‘Turbulence’, powerful ‘No Russian’ The highs of MW3 Like previous games, scripted moments 
should tell you all you need to know. don’t manage to quite be as soaring as can dictate the pace, but their use is put to 4. 
If it falters anywhere (and even those of MW2, but equally there aren't any good measure. At one point - and during y r 
y) e 5 referring it to it as that really is a push, as signs of the frustratingly poor design of one of MW3's quieter moments at that - , 
‘There isn'ta single : 3 = ‘ MW2’s Rio level. But eh the ae is the immersion and physicality left us 
a. weak mission ormap eh -§ J consistency: heart rates and adrenaline will physically gasping while our player 


be up throughout the entire campaign character was sucked under the current 

and we guarantee you won't put down of a river rapid, while our jaws dropped > 

the controller until the epic finale. . =— —————— 
That the complexity of the story doesn't i 

take anything away from players just 

coming along for the ride, though, is 

masterful design. Like id (and in great 

contrast to Battlefield 3's campaign), |W 

succeeds at making shooting fun and 

exciting. MW3 doesn't care much for 

military manoeuvres or authenticity — in 
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You've probably seen this level 
countless times already, but actually 
playing it still feels incredible. 


> Modern Warfare 3 cont. 


at witnessing the collapse of one 
particular landmark. It’s pure action- 
drama that sends shivers thumping 
down your spine, with Infinity Ward 
managing to capture that sense of action __ title never showing. If Modern Warfare 3 
and excitement like no other. is any indication of the quality 
But Infinity Ward can't take all the Sledgehammer is capable of then we 

credit. Developed in conjunction with 
upstart studio Sledgehammer Games, 


MW3 has been allowed the budget and 
fresh set of eyes needed for it to flourish 
in the way a game like this should, with 

the inconsistencies and skewered 


franchise in the future. 
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directional focus you might expect from 
having multiple studios produce a single 


can't wait to see what it can bring to the 


Taking you through the game, one step ata time... 
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ay 


B0HOURS 
Spec Ops Survival is 
dragging you away from 
ithe MP. A'superb.package. 


6 HOURS 
Wow. What an ending! 
Short? Oh yes, but very, 
very sweet. 


| § X = 2 ; 
10 MINUTES 2, HOURS 


Grab your gun, soldier, NYC ~The war's kicking offin 
needs defending. Yourjaw — other continents across 
will drop. the globe. 


ve "Sy 


It can't be easy for a developer to accept 
that it took a wrong turn, but the humility in 
learning from its mistakes has meant that |W 
and Sledgehammer have been able to 
create the most proficient — and by all 
accounts best — multiplayer in a Call of Duty 
game yet. Removing the ‘noob friendly’ 
alterations, MW3 has been scaled back to 
focus on skilful gun combat, delivering a far 
better-balanced — and a lot more fun - 
game than its predecessor. 

The appeal is in its immediacy. There's no 
need to run the best part of half a kilometre 
to get into a firefight; no requirement to play 
for an hour to unlock new equipment. 
Chances are, unless you've learnt the map 
and gotten to grips with your 
gun, you'll be dead and back 
at spawn to do it all again 
within the space of 20 seconds. 
While Battlefield requires 
investment for any worthy 
pay-off, Call of Duty is a 
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“Multiplayer is far 
better balanced - and far 


more fun - ” 
> Modern Warfare 3 cont than MW. 


catch-all, filled with a comprehensive list 
of unlockables that reward player loyalty 
and skill, while being fun enough for 
players to jump into at every spare 
moment they get. It takes that notion of 
30 seconds of fun and puts it on repeat 
— often all night long. 
Equally you'll no longer be killed by 
things you had no idea were in play. : a 
Obviously it's almost impossible for us —- aaeienieaey 
to accurately review a game's online oo ie a \ aia 
component prior to release [Editor's “= 
note — this review was written one those of the game. definitely still an emphasis on gaining streak 
week before MW355 release, following Each of the 16 maps are well rewards through kills, but once you've finally 
an extensive two-day review session designed, filled with verticality and great earned them, the introduction of additional 
alongside other UK and European opportunity for tactical play, although support streaks offered via the new Strike 
journalists], but the removal of the new Pointstreaks system (which Packages can certainly encourage more 
frustrating kill spots and the decision to replaces CoD's traditional Killstreaks tactical, team-based play. 
make maps much more close-quarters system by offering rewards for both kills The mix of maps is incredibly impressive, 
results in a better flow of games, and far and team-based point-scoring exercises) as they contain a collection of urban 
better balanced gameplay. It just feelsa doesn’tinfluence the game as muchas —_warzones (including a couple of destroyed 
lot more in your hands, rather than you might have expected it to. There's city centres, a demolished highway and a 
- German shopping mall), as well as Asian 

markets, construction sites, desert 
command posts and African villages. Again, 
much like the campaign, there isn't a single 
poor map, but the notable absence of any 
wide open spaces however, draws into 
% 4 , ' ‘eo. VRE \ question the relevance of some of the 

pl Yi 1 classes. Not once did we feel it > Sica 


= PS m.. 


It isn’t just big cities — MW3’s 
campaign takes players across 
Africa and beyond, too. 
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~ —— "Click here to see the enhanced 
= : version of this shot! 
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> Modern Warfare 3 cont. 


necessary to try out the sniper rifle 
beyond curiosity’s sake, and the flow of 
the game seems very much geared 
towards the use of assault rifles. 

New modes Kill Confirmed and Tea 
Defender aren't throwaway extras either, 
particularly the former — essentially a 
Team Deathmatch variant that sees 
players having to pick up their fallen 
opponent's dog tags to score a point. 
Play against the right team, and it can be 
an intense online mode. 

But elsewhere though, ignoring the 
subtle tweaks and balancing, MW3's 
multiplayer is essentially more of the 
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same — but bolder, bigger and better. 

It's become more like a sport, obsessed 
with statistics, unlocks, performance and 
following a clear set of rules, honing itself 
to become even more accessible and 
adept with every iteration. That'll be fine 
for most people — hell, that’s exactly 
what most people want — but we do 
wonder how many will be overly excited 
at the prospect of going through exactly 
the same motions as they have for the 
last four or five years. And the question 
on everybody's lips, of course: is it better 
than Battlefield? On a quality level, 
certainly, but those nearing fatigue with 
CoD may just find its alternative a more 
satisfying option. 


Should've gone to 
Spec(Ops)Savers 

Spec Ops plays a much bigger role in this 
year's game than it did in MW2, filled 
with a slick selection of 16 short, 
arcade-style score-chasing mini-missions 
inspired by ‘what if?’ scenarios taken 
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“f{\ campaign so ambitious, 
so action-packed and so well 
executed that it makes its 

predecessor look tame 
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from the game's campaign. As such, much 
of Spec Ops can feel like the best of the 
cutting room floor. 
In some,O you (and a partner, if you 
decide to play in co-op) will get the chance : = 
to play from the perspective of ; Aa 
the enemy during some of the Aan 
ampaign’s more pivotal 
oments, or follow alternate 
bjectives to those found in 
he campaign. Others are get 
n/get out snatch & grab 
issions, bomb defusal or 
obstacle courses, with two of 
them requiring each co-op partner to 
satisfy specific roles. The latter are 
particularly great, one requiring one player 
to.cover the other via camera-mounted 
wall turrets as he infiltrates a warehouse, 
and the other putting one player in the role 
of an AG130 gunner. It’s just a shame 
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piece of design” 


> Modern Warfare 3 cont. about for years to come. Its flawless 
package caters to every member of its 
that these co-op-centric levels make up just — audience perfectly — a multiplayer offering 
alittle over 10% of Spec Ops’ makeup. that's been tweaked to within an inch of 
It’s the new Spec Ops Survival mode that —_ perfection, a co-operative mode that has A 

grabbed our attention most though, and the potential to keep players hooked long > 
though there isn’t much more to say past MW3's shelf-life, and a campaign so = 
beyond what's been mentioned in previous — ambitious, so action-packed and well- | 
previews, its implementation fits perfectly executed that it makes its predecessor ) : 
within the style of Call of Duty. It’s a look tame. A breathtaking spectacle and a es 
wave-based survival mode that can be bravura piece of design that not only 

played alone or in a pair, with players delivers upon expectations, but exceeds 

accruing money to spend on killstreak them quite substantially. Infinity Ward isn’t 

rewards, defences and gun upgrades. It's dead: MW3 is a juggernaut. @ =< 


impossible not to become addicted, with 

the intensity of Black Ops’ Zombies and L cme |tCO 

the single-player is captured here, even : Thrilling 

though the two-player restriction adds campaign 

an unexpectedly fresh twist to buck the ) 

current four-player Horde trend, and & Super 

making the player feel far more involved addictive MP 

and reliant upon for success. Spectacular and Spec Ops 
Modern Warfare 3 is Activision’s breathtaking. MW35 @% Survival even 

masterpiece; the pinnacle of the genre; the Game of the Year 

that game that everyone will be talking 


SAINTS ROW | # 


oof 


® 360. Bers #* 


Payton 


—s 
Weahci 4 DVD-ROM 


ered, Al other trademarks, logos, and copyrights ae property oftheir respective owners. 
trademarks of the Microsoft group of companies and are used under license from Microsoft 


> Close Issue @) Print Page leq! Search Issue { Zoom In @2 Zoom Out © Toggle Full Screen. 2: 


Previous Page Next Page 


® 


DOWNLOAD OTHER MAGS (®)Contact Us ji Tella friend 


| Cover | Contents | Previews s Feature | Reviews | Subscribe |26 


ant a 


= 
B ox: © 


Caught in the crossfire 


Publisher: EA t's a funny old thing, the games But when all's said and done it comes __across the globe and, hey, guess what? 
Developer: DICE [ industry. After nine months of down to this, the final boxed product It's your job to stop him. Centred 
Heritage: Battlefield series, clever marketing ploys, carefully and those final review scores. And when around the story of Sgt. Henry 
Mirror's Edge selected vertical slices of gameplay and reality hits - and with Battlefield 3 it hits — Blackburn and interspersed with 


PS Move Compatible: No carefully orchestrated PR campaigns, hard — you'll be left feeling bruised and —_ missions told from the perspective 
Link: www.battlefieldcom Battlefield 3 was easily P3Zine's also slightly confused. of other soldiers, Battlefield 3's 
OUT NOW most-anticipated game of the holiday The hard truth is that, with the campaign is overwhelmingly familiar 
season. The snippets we'd been privy —_ possible exception of Mirror's Edge, DICE - often to the point of plagiarism - 
to pre-release looked like a fresh has just never been particularly great at ~— with missions ripped almost wholesale 
enough departure from Call of Duty crafting single-player campaigns. So for out of shooters that we've played 
to be something truly outstanding Battlefield 3 it’s taken the easy option: countless times before. 
(how wrong we were), the technical lifting ideas from its competitors of past DICE seems to have a habit of 
wizardry of Frostbite 2 looked likely to and present to create a good, but not recognising sequences that are 
make the game a visual spectacle,and — great seven-hour cliché of corridor popular with players, but recreating 
its multiplayer? Well, how can anyone —_ shooting and derivative set-pieces. them in an unspectacular fashion. 
not get excited over the prospect of The plot is typical TV terrorism: a Though still good, the team’s attempt 
a better Bad Company 2? Russian ringleader has stolen nuclear at ‘All Ghillied Up’ lacks the ambience 
warheads and that made the original so powerful, ie 
plans to detonate — while its take on ‘No Russiar’ feels The campaign i: IS 


them in cities like it has potential, but ultimately > enjoyable but never 
exceptional” 
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> Battlefield 3 continued 


becomes a cop-out. Poor character 
development meant that we never 
cared for characters when the game 
demanded us to, DICE's attempt at 
emotion coming across as a developer 
trying to tell a message without having 
any idea what the message actually is. 
The result is a campaign that's 
enjoyable but never exceptional. The 
few promising scenes and scenarios 
there are never amount to anything 
particularly spectacular, instead overly 
relying on scripting, corridor shooting, 
and shooting galleries. There are 
certainly highlights: the ambience and 
atmosphere of the game's jet mission is 
terrific (in some respects, Battlefield 3 
often outdoes Call of Duty in areas 
we wouldn't necessarily expect it to, 
including authenticity), but once the 


Click here to see the enhanced 
version of this shot! 
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build-up is 

done, it turns 

out that you're 

the gunner 

guiding a 

cursor, not the 

pilot. Crushing. 

Later on, a 

mission built 

around the multiplayer’s stunning 
Caspian Border map drops hints at an 
epic, huge-scale battle lying in wait for 
the player, but ultimately amounts to 
nothing more than a self-contained 
wave-based gunfight — and one that's 
made even worse by your cover 
randomly exploding. 


99 Problems 
Technical issues and antiquated design 
problems are pervasive throughout 

Battlefield 3. Clipping bugs mean that 


TR 8 


Prepare to see this a lot 
— BF3’s co-op missions 
are tough as nails. 


yy’ ee, wAY 
Se Yd 


bullets will sometimes hit a piece of 
cover in front of you rather than the 
enemy youre targeting, crossing 
invisible lines before the game wants 
you to can result in either your death or 
(comically) every enemy around you, 
textures flicker and lighting issues 
cause light sources (like headlight 
flares, for example) to hover inches 
away from where they should be. 
Engine inconsistencies, meanwhile, 
mean levels can go from outstanding 
to ugly in the blink of an eye, and the 
lack of smaller details and nuances 
show Battlefield up for lacking the care 
and attention you'd expect. Running 
through a shallow pool of water 
doesn't create any sort of splashpools, 
for example — a tiny thing certainly, but be 
something that can go a long way in ’ 
pulling you out of the experience — Af 
especially one as visual as this. ¥ 
Battlefield 3 lacks the toothcomb > ©” 
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> Battlefield 3 continued 


quality and finesse you'd expect from a 
game whose budget, development time 
and expectations are as high as this. 
When it isn't trying to be Call of Duty, 
Battlefield 3's campaign can be great — 
the tank level, the rush to take out a jet 
fighter, the forest fights... each are 
wonderful mini-scenarios that hark back 
to Battlefield’s heritage. If only DICE had 


20 MINUTES 7 HOURS 
Mind the gap. BF3's 

openingis exciting, but 
do weneed these QTEs? 


4 HOURS 

Dima seems a more 
interesting character, but 
Where's the backstory? 


Taking you through the game, one step at atime... 


The campaign's finished, 
but there are more holes 
in the plot than a sieve. 


stuck to their guns a little more than they 
have done, we could have had the 
campaign we'd all been hoping for. 


Multiplayer Wargasms 

But it’s arguably irrelevant. Picking up 
Battlefield for its single-player would 
be like buying a Mini Milk for a lactose 
intolerant: a nauseatingly pointless 
exercise. And once you accept that 
Battlefield 3 is a multiplayer game first 


ms 


30 HOURS 

Still addicted to the 
multiplayer. Gotta unlock 
all those goodies! 
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“BF3’s larger 
multiplayer maps 
need to be seen to 
be believed” 


and foremost (dull 
co-op besides), you can't 
help but acknowledge 
DICE's nous of the 
online shooter. 

Battlefield 3's multiplayer is DICE at its 
very best, with the studio's comfort, poise 
and expertise in the online shooter market 
evident here in almost every department. 
Character classes are perfectly balanced, 
weapons are excellent (particularly the 
satisfying crack of a sniper rifle), the netcode 
is near perfect, and the maps (particularly 
the larger-scale, vehicle-based offerings) 
need to be seen to be believed. 

The crux of the game’s multiplayer is still 
built around Battlefield’s territory-taking 
Conquest and M-COM-destroying Rush 
modes, with a new Call of Duty-inspired 
Team Deathmatch mode creeping in on 
the sidelines. But in keeping with the same 
sense of pace as Battlefield’s more 
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> Battlefield 3 continued 


traditional modes, it’s unlikely TDM will 
encourage any CoD players to convert 

— although they may find the tighter Squad 
game type variants far more suitable. 

The nine maps included are incredibly 
diverse, all awesome, and for the most 
part well-balanced. Some are better 
suited than others to specific modes — the 
corridors of Operation Metro are great for 
Rush but poor for Conquest, with the 
huge sandbox of Operation Firestorm 
being one of our Conquest favourites. 

It isn’t perfect, though. Tighter maps 
can occasionally lead to spawn problems 
(we were killed frustratingly regularly on 
spawn in the urban Seine Crossing), 
while the progression and unlock system 
takes just a little too long to keep its 
hooks in you. On maps as large as these, 
no one wants to play for an hour before 
being awarded their first scope. 

Testament to the multiplayer game's 


good night's sleep for the first few weeks 
playing, as that ‘one more go’ mentality is 
higher here than any other multiplayer 
game we've ever played — including MW3. 
Which makes Battlefield 3 a tough one 
to score: how do you rate such an 
inconsistent package? It's unimaginable 
for anyone not to be disappointed by 
Battlefield 3’s me-too campaign, but 
impossible not to be blown away by the 
multiplayer. Bizarre as it might sound, BF3’s 
both a disappointment and stunning 
achievement in equal measure, and a 
victim of its own high expectations. 


Fantastic | 


multiplayer 


Verdict 


beyond the Call... 


Stunning 
audio design 


Disappointing 


SP and co-op ) ' 
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Developer: Naughty Dog 
Heritage: Uncharted series 
PS Move Compatible: No 
Link: www.naughtydog. 
com/games/uncharted 
OUT NOW 


‘ 


P3cine 
Reviews 


UNCHARTED 3: 
DRAKE'S DECEPTION 


\ 


Indy gaming 


bout 90 minutes into Uncharted 
fy after forcing his way into an 

abandoned French chateau, 
Drake asks his accomplice Sully, “Is that a 
popcorn machine?” There actually is a 
popcorn machine in the room, but his 
unusual remark about such an irrelevant 
piece of environmental furniture has far 
wider-reaching insinuations: Uncharted 
3 is a piece of cinema, from its incredible 
London opening right the way through 
to its emotional finale. It’s filled with 
exhilarating action sequences, awe- 
inspiring cinematography, and tells a 
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truly wonderful tale of adventure 
seeking. Its outstanding narrative and 
exceptional performances set a new 
standard for gaming, and the way in 
which Naughty Dog merges cinema 
with gameplay paves the way for the 
future of home entertainment. 
Uncharted 3 is a popcorn machine - 
and you need to play it more than any 
other game this year. 

Drake's Deception tells the tale of 
gaming's greatest treasure hunter on the 
hunt for Ubar, a lost city in the Rub’ al 
Khali desert, described as the Atlantis of 

the Sands, and a 
place (according 
to Drake at least) 
that's filled with 


® 


“Exciting, emotional, 


immeasurable exceptional” 


wealth. Hot 
on the trail of 
his voyage is Katherine Marlowe, 
a brilliantly cold Cruella de Vil-type 
villain, and her not-quite-as-good-as- 
Harry Flynn henchman, Talbot, who 
plot to get their hands on Ubar's 
hidden treasures before Drake does. 
Cue an adventure that spans 
locations across Europe and the Middle 
East, taking Drake on an adventure 
worthy enough of the big screen. But 
whereas the explosive, high-octane 
action sequences of Uncharted 2 
meant that it was gaming's National 
Treasure to Uncharted 1's Indiana 
Jones, Uncharted 3 sits somewhere 
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> Uncharted 3 continued 


in the middle. The first half lacks many of 
the edge-of-your-seat sequences you 
might remember from Among Thieves, 
instead bundling in the action thick and 
fast in the final few hours. Gone are the 
regular train-top shoot-outs, helicopter 
assaults and tank battles through the 
streets of a peaceful eastern town. 
Instead, Uncharted 3 does things bigger 
but less frequently — the blockbuster 
set-pieces taking up a relatively smaller 
proportion of game time than its 
predecessor, and slowing the action 
down to focus on the characters, their 
origins and their relationships. And 
somehow, just somehow, it manages to 
make you feel more emotionally 
invested in them and their world than 
ever before. 

Naughty Dog understands videogame 
storytelling and characterisation in a 


Click here to see the enhanced 
version of this shot! 
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way that no other developer has yet 
grasped. Drake's interactions with Sully 
and the rest of the cast are natural, 
often humorous, and always heartfelt 
— Nolan North perfectly reprising his 
performance as the sassy adventure 
seeker. The new characters, too, are 
equally as good as their counterparts. 
Charlie Cutter, the new Jason Statham- 
alike British brute (although just an 
accomplice), is more charismatic, 
entertaining and an all-round better 
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“A tale you'll take to 
your gaming grave” 


character than even most gaming leads. 


And they understand how to present it 
in a manner that could rival even the very 
best of Hollywood. The swooping camera 
work, excellent script and terrific orchestral 
score make Drake's Deception a joy to 
watch, let alone play, with the team’s skill 
at delivering beguiling cinematics making 
one particular scene during the game's 
closing act one of the most powerful 
moments in gaming. It's filled with 
memories — the entire desert sequence, 
though not particularly thrilling in its 
nature, will likely be a moment you'll take 
with you to your gaming grave; the series 
of sequences so wonderfully presented 
that you'd swear you were watching a 
David Attenborough documentary. 

The slower pace, however, can also be 
a double-edged sword. The reduction 
of ‘Michael Bay moments’ means that 
Naughty Dog hasn't done such a good 
ajob at shrouding Uncharted's slightly 
rickety gameplay behind all of its bells and 
whistles. There's an increased emphasis on 
the flimsy gunplay and hand-to-hand 
brawling, and the cracks can often start 
to show - their weakness against other > 
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“An action- 
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> Uncharted 3 continued What you wouldn't have been able pressure on Naughty Dog to excel 
titles in the third-person genre often to appreciate fully though, is just how themselves would have been beyond 
becoming glaringly obvious, especially stunning the whole thing looks. Drake’s._ ~~ measure. But while it often comes close, 
after finding yourself unfairly gunned Deception is a thing of beauty, a the game's pacing means we don't think 
down multiple times in a row. graphical powerhouse that stomps on Drake's Deception quite matches the 
When those high-octane moments every other console release froma great same display of excitement and 
do happen they're consistently height. It's easily the best-looking adventure as its predecessor. That isn’t 
excellent, but it's a great shame that — console game we've seen, but it’s to say that Uncharted 3 is anywhere 
you'll have already seen much of | Naughty Dog's attention to the minute —_ near an underwhelming experience, as 
them. With the exception ofthe details that really puts them on a different | what Naughty Dog has crafted here 
spectacular final act, the sinking _ level to its competitors. Every texture, is phenomenal. Drake’s adventure is 
pirate vessel, plane stowaway every environment, every expression, exciting, emotional and exceptional, and 
and desert-wandering scenes every animation has to be perfect- and _ is easily one of the best games you'll 
— each undoubtedly the it almost always is. The photo-realistic play this year. @ 
highlights of Uncharted 3 locations look stupendous, the character a 
are each scenes that = models are eerily lifelike and Naughty BD, esseyicore 
you'll have likely Dog's clever use of skyline views and Industry-leading ie 
already witnessed camera pull-outs make perfect use of ew graphics . 
if you've been its insanely detailed environments. 
following Drake's Deception is the first game we @& Incredible 
the game's can truly say has been worth shelling J} Performances 
development — out that 3D 1080p TV for. T netobuy |} Cracksin 
up until its As a follow-up to 2009's multi , Mo @ gameplay 
release. award-winning Among Thieves, the start to show 
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Publisher: Ubisoft 
Developer: 
Ubisoft Montpellier 
Heritage: From Dust, Tintin 
PS Move Compatible: No 
Link: http://raymanorigins. 
uk.ubi.com 
Released: 25th November 


Rayman takes one step back to go two steps forward 


now your games trivia? Then 
a question for you: which 

game sold more copies in the 
UK than any other PSone title? Do you 
think it’s Gran Turismo? Nope. Final 
Fantasy? Wrong again. The answer, 
bizarrely enough, is Rayman, the 
limbless floppy-haired 2D hero who, 
for a good period of time was host to 
the most popular IP in UK gaming, 
outselling some of PlayStation’s biggest 
franchises. Who'd have thought it? 

These days of course, things are very 

different indeed — excluding a PSN 
rerelease, we haven't seen head nor tail 


of Rayman on a PlayStation platform 
for almost a decade. 

So at a time when Sony's 32-bit 
baby was pushing the boundaries of 
3D gaming, how on Earth did a 2D 
side-scrolling platformer outperform 
some of gaming's giants? Most would 
point to two reasons: firstly, Rayman’s 
family-friendly platforming and Disney- 
quality animation gave him an enviable 
all-ages appeal, and secondly, the 
platforming was tight. Like, tighter than 
a camel's snatch in a sandstorm. 

And we mean that in both a 
literal and ‘urban dictionary’ way — 


As well as playing as Rayman, Globox 
and the Teensies, collecting Electoons 


will also unlock new multiplayer skins. 
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. R “Origins has a charm and 
| | quality usually reserved for 
; , me , : | a Nintendo production” 


Certain speedy trial and error-based levels 
have Rayman and his crew chasing after 
treasure chests. Leave them to the pros. 


« PA) 


> Rayman continued 


Rayman's platforming prowess was t original game. It's simple and gloriously 
pinnacle of the genre, the superb an old-school, as your objective is simply 
creative level design and watertight to travel from left to right, navigating 
controls making him a surprise hit in bottomless pits, jumping on enemies, 
(at the time) overcrowded market. scaling walls, learning new abilities and, 
The same is true of Rayman Origins. well, that’s just about it. 
As the name implies, Origins is a return Each level holds a certain number 


decision to revisit the same worlds for charm and quality to it that's usually 
the second half of the game, albeit via reserved for a Nintendo production. 
new, more challenging levels, may turn Origins harks back to a time that 
some gamers away. ideogames forgot, when inspired level 
The addition of four-player co-op esign and impeccable gameplay were 


1 


to Rayman’s roots, ignoring his 3D 
sequels to offer a contemporary 


of Electoons, Rayman’s equivalent to 
Mario's stars, earned by collecting a 
certain amount of Lums, finding hidden 


effectively turns Origins into Ubisoft 
equivalent to New Super Mario Bros. Wii 
—and in our opinion, Origins is far more 


ritical 


implis 


to a game's success. It may 
truggle to find a market accepting of its 
tic, old-school design — especially 


reimagination of the worlds and 
t full price - but if you've been 


side-scrolling gameplay found in the 
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cages or beating time trials. Being 
Rayman, later levels 
can become 
frustratingly difficult, 
with some requiring 
pitch-perfect timing 
and reflexes, while the 
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enjoyable. While it doesn’t add anythi 
to the gameplay, co-op is a fun additi 
and a great way of getting the fami 
back into Rayman. The lack of onlin 
co-op seems a major oversight, 
however. And if you are thinking of 
playing through on your own, thankfully 
the game still remains entirely playable 
and just as entertaining in solo play. 

But don't let Rayman's simplicity put 
you off. The levels themselves are often 
brilliant, from the gorgeous Jibberish 
Jungle to the fruity ice world of 
Gourmand Land, with the vivid hand- 
drawn animation and superb art design 
visually arresting. Frankly, Origins has a 


Zoom In Zoom Out 


ankering for a platformer as good as 


they were in the old days, Origins is 
certainly one for you. They don't make 
them like they used to? Pah. @ 
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Publisher: Warner Bros 
Developer: 
Rocksteady Studios 
Heritage: Batman: 
Arkham Asylum 
PS Move Compatible: No 
Link: http://batman 
arkhamcity.com 
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The best a (Bat)man can get? 


HWACK! POWW! ZWAPP! Let's face 
it, at some point in our lives we've 


all wanted to be Batman. Maybe 
it's the awesome gadgets. Maybe it’s 
the idea of becoming a badass thug- 
whacking crimefighter. Maybe it's the 


skin-tight pants. Okay, maybe it isn’t the 


pants at all. But whatever it might be 
that you love about Batman, the 
chances are that you will find it, get to 
play with it, or get to kick the living 


hooha out of it in Rocksteady’s stunning 


sequel to the multi-award winning 
Arkham Asylum. 

Arkham City is properly massive. 
Taking the action out of the asylum 
and throwing players into an area of 
Gotham that’s been transformed into 
amammoth high-security prison, 
Batman: Arkham City gives players a 
whole chunk of Batman’s grotty 
homeland to fight crime in. 

Rocksteady’s done a terrific job of 
bringing Arkham City to life - an area 
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many openworld developers often fail 
in. Thugs walk the streets waiting for 
judgement to be smacked into their 
jaws, Deadshot picks off random people 
at will, Joker leaves Batman voice 
messages at regular intervals and 

Dr. Hugo Strange keeps referring to a 
mysterious ‘Protocol Ten’. The influence 
of the ringleaders over certain parts of 
the world is also a nice touch, with 
different districts themed around 

each of their trademarks. It’s > 
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> Arkham City cont. 


impossible not to be sucked in by 
Batman's world and the narrative, and 
it'll keep its hooks in you far longer than 
Arkham Asylum ever did. 

You can stick to the core quest, which 
sees Batman's iconic bad guys Joker, 
Two-Face and Penguin struggling for 
power over the criminal world. Or, 
because it's now openworld, you can 
also go off and do whatever you want. 
As Batman. Using Batman's gadgets. 
Which is as awesome as it sounds. 

String up thugs off sides of buildings. 
Investigate crime scenes. Use the 
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Batclaw to reach new areas and grab 
hidden items. Interrogate criminals. 
Solve Riddler puzzles. Perform stunts 
with your Batsuit. Climb the highest 
point in Gotham City. There's so much 
to do in Arkham City that unless you're 
somebody who can invest a tonne of 
time into a single game, you'll likely 
never see it all. 
But it’s Rocksteady’s attention to 
detail that sets it apart from the 
competition. The 
developer quite clearly 
understands — no, loves 
Batman. From the huge 
character line-up, subtle 
details and hidden easter 
eggs, to the in-depth 
character profiling and 
background knowledge 
tucked away in the 
Riddler puzzles, Arkham 
City is fan service at its 
best — accessible enough 
for non-Batfans to enjoy, 
while being deep 
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“One of the best games 
you'll play this year, and 
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enough to keep the most devoted fan 
hooked for hours at a time. 

It's a shame that some of the 
best-remembered characters appear for 
only brief cameos. The sheer amount of 
them mean that most only ever get 
fleeting appearances - it's very possible 
to miss Killer Croc’s appearance, for 
example — while the game's primary 
antagonist, good ol’ Dr. Hugo (until the 
breathtaking final act at least), is nothing 
more than a background baddy. 

And that goes for the playable 
characters, too. The seriously seductive 
Catwoman is only host to screen time 
for the best part of an hour and largely 
feels like a last-minute bolt on - a 
missed opportunity perhaps, given the 
work put in to make her play and feel 
differently enough to Batman. 

The satisfying combat remains largely 
similar to Arkham Asylum, now with the 
added of option of using gadgets 
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with enough content to keep 
you busy until the next” 
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mid-brawl, and again being simple 
enough for casual fans to pick up and 
rewarding enough to those who put 
the time into mastering it. It’s so good, 

in fact, that it puts to shame similar 
combat systems found in rivals Assassin's 
Creed and Uncharted. 

Polished, pretty and damn right 
near-perfect, Batman: Arkham City is 
one of the best games you'll play this 
year, and with enough content to keep 
you busy until the next. @ 


You're Batman! 


Tremendous 
atmosphere 


@ Brilliant campaign = 
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“Like Sonic? _ 
You'll love this!” 


GENERATIONS ~ 


leet cinn _ Why did the hedgehog cross the time barrier? To get to the other side (scroller) 


Developer: Sonic Team 
Heritage: Sonic Unleashed, 


Sonic the Hedgehog (2006) sa critic, the first rule to Sonic 5 back, he's better than he’s been 
1. reviewing a game is to remain in over a decade, and to many, that'll be 
PS Move Compatible: No ee : : 
‘iste objective and impartial, never all only assurance they need to rush out 
Link: www.sega.com/ ; ; ; : 
allowing your inner fanboyisms and and buy it. 


games/sonic-generations ; : ae tal 
OUT NOW preconceptions to influence your final To the majority of us, Generations 


thoughts. But when it comes toagame biggest appeal will come via the zones, from 

like Sonic Generations, well, that’s far inclusion of ‘Classic’ Sonic, the paler, the vibrant, 

easier said than done. Ifyou grewupas __ fatter Sonic whose side-scrolling levels loop-de-looped fields of 

big a Sonic fan as this reviewer did, you —_ hark back to the gameplay of the the original's Green Hill Zone and 
just try running through Green Hill Zone original trilogy. You'll run, jump and spin —_ purple-hued factories of Sonic 2's 
listening to that music without instantly dash your way through a ‘Best Of" Chemical Plant Zone, to Adventure's 
falling head over heels for SEGA’s latest. mixture of nine modern and classic chaotic urban playground 

: . a Speed Highway and Colours’ 

- fe. et 4 Planet Wisp. Each zone is 


© 00:17% a P. oF My r f wonderfully reimagined, and 


a, fans will love both seeing the 
. Oo sae ~- classic levels remade in 
ee J24 “s' hybrid 3D/2D and hearing 
Da ' Y the fantastic contemporary 
= #@ updates of the background 
music. There are some 
disappointing omissions, 
though. Why are the likes 
of Crisis City and Rooftop 
Run included when Star Sq 
Light, Scrap Brain or Sky 
Chase Zone would have 
been far more interesting? > 
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FEEDBACK! 
Can Sonic 
still cut it? 
Let us know! 


> Sonic Generations cont. 


Nonetheless, each level is also 
playable as ‘Modern’ Sonic, SEGA's 
brasher, angst-ridden hedgehog, 
with each zone completely rebuilt to 
complement the character's boost and 
homing abilities, and his hybrid of 
third-person/side-scrolling gameplay. 

For the most part, both halves are 
great. Classic Sonic's creative multi- 
pathed level design and physics are light 
years ahead of Sonic 4 remaining fairly 
true to those of the original trilogy, while 
Modern Sonic's breakneck speeds and 
exciting set-pieces come together to 
create a flashy combination of last year’s 
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fantastic Sonic Colours and the earlier 
equally awesome GBA games. 

But neither character is perfect. Fans 
will soon spot obvious problems with 
Classic Sonic, most particularly dodgy 
underwater physics and issues 
encountered when attempting to 
launch into a roll (bizarrely, pushing 
down to roll into a ball while running 
downhill can cause Sonic to slow down) 
and the frustrating difficulties found in 

determining objects in 
the foreground with those 
of the busy background. 
Modern Sonic's tendency 
to come crashing to a halt 
at the slightest knock and 
the often frustratingly 
unavoidable bottomless 
pits jar as well, and the 
overall lack of control in 
some of his faster sections 
will no doubt continue 

to put a lot of people 

off. The inclusion of new 
customisable (and, 


importantly, entirely optional) abilities, 
and the strange decision to not have 
Sonic lose all of his rings when hit will 
also prompt fans to ask whether Sonic 
Team will ever let players truly enjoy 
Sonic just as he was all those years ago. 

Boss battles and challenges intercede 
the standard levels, the latter adding 
some inspired objective-based 
gameplay to the usual time-attacks, 
including challenges that ask you to 
beat levels with only one ring, beat a 
ghost Sonic or rescuing captured 
animals from their capsules. With dozens 
upon dozens of challenges to complete, 
as well as returning to levels to collect 
hidden red star rings and improve your 
rank, replay value is surprisingly high. 
The story may only last you a few hours, 
but you'll be coming back to this long 
after the end credits. 

It's that dizzying sense of nostalgia, 
then, and that feeling of two decades 
worth of memories suddenly swarming 


Who doesn’t love 
Chemical Plant Zone? 


back, that proves to be Sonic 
Generations’ greatest success. Sonic 
Team has done a fantastic job in 
producing the ultimate fan service, 
clearly doing its homework to present a 
glorious tour across Sonic's 20-year 
history, reliving classic zones in a 
reimagined 3D universe, and referencing 
almost every facet of Sonic's heritage via 
the game's menu screens, unlockables, 
in-level furniture and soundtrack — 
excluding that damn warehog, of 
course. Like Sonic? You'll love this. 


Fans will love it! 


trey 4S 


erdict 
The game every 


Sonic fan’s been 
waiting for 


Both Sonics 
feel great 


Awful bosses 
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Publisher: SEGA 
Developer: 
Headstrong Games 

Heritage: Aragorn’s Quest 
Move Compatible: Yes 
Link: www.sega.com/ 
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Zombies ate my manners 


given a reason why. Just a real-life 
stripper doing the things that 
strippers do, somehow sandwiched 
into a zombie game. 
To think about it too much would 
be missing the point. House of the 
Dead: Overkill is insane. Like,‘man 
forcing his way back up inside his own 
dead mother’s vagina’ insane (yep, 
SEGA really does go there). Its profane 
script is regularly brash and offensive, 
but, if it’s to your taste, laugh out loud 
entertaining. Like an episode of South 
Park that doesn't know when to quit. 
Having started out on Wii, Overkill 
has been built to be used primarily 


[. opens with a stripper. Youre never 
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with the Move, although options for 
DualShock owners function just as you'd 
expect. For the PS3 release, improved 
visuals, a couple of new missions and 
plenty of new unlockables have also 
found their way onto the Blu-ray disc. 

The plot may be nonsensical, 
ridiculously over the top, and often 
unnecessarily crude, but that’s 
exactly what makes Overkill so good. 
Headstrong's shooter is better than 
anything youll find in the arcades at the 
moment, with the game's gloriously 
grotesque parodying, Grindhouse 
B-movie styling and inanely silly 
scenarios making for a near-essential 
Move shooter. 
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Hilarious script 


Relatively high’ 
- replay value 
Move collecting 
dust? Pick Typically short 
this up! 
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SUBSCRIBE FOR FREE! 
WARNING! MULTIMEDIA DISABLED! 


If you are reading this, then you didn’t choose “Play” 
when Adobe Reader asked you about multimedia when 
you opened the magazine. 


Without the multimedia playing, the magazine will look correct, but you will 
be missing out on all of the extra content built into each issue, like videos, 
animated screenshots, annotations, quizzes, competitions and more. 


We recommend you close and re-open the magazine and select “Play” when 
asked about the multimedia to enjoy the magazine as intended. 
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cOZiney. 


Are you ready for the cranest game of the year? Hands-on inside! 


PLUS! 


E=) THE WORLD'S BEST 
SOCIAL NEWSSITE ‘NS 
FOR GAMERS! — 


| GLICK HERE TO) 
@ DOWNLOAD 


news for gamers 
http://www.n4g.com/ 


News 4 Gamers is a news website written by 
gamers for gamers. Each story is submitted 
by a member of the community and ranked 
by popularity. You can comment on each 


article, and even if you're not a fully fledged source, making this the ultimate gaming 
writer, you can submit news tips for items news site, because it gives you access to the 
you've seen elsewhere on the web! 


stories from all the games sites on the web, 
The site has sections for all gaming rather than just its own. 


Win an iPhone 


You've just been S selected Now! 


platforms including PlayStation 3, Xbox 360, 
Wii, PC, DS, PSP and more. 

When you read a story on N4G, you can 
click to go straight out to the full story 
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Pay with Visa 


your chance to win 
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‘Everything has been crafted to 
offer the most enjoyable and varied 
openworld experience possible” 


olition’s Saints Row has always 7 eD Professor Genki’s 03 
considered the : Ba i 
Vex Theft Au the third g of me pe ® 
ame that tactic ha This is an action Bazooka Mind Control 
game fhat Isn't trying eS Peercsetnatead 
believable characters an : i 
believe vn arpeen crafted to offer the most LastTime ontheRow 05 


History of Saints Row ®@ 


Talent of Saints Row 06 
We talk to all the key talent ® 


al build of pared behind the threequel 
utely blown away b 
doubt 2011's | ; 2 
ey y Saints and Sinners 08 


_- funniest net 1 exp 
Obviously this Is lesome 
family offering, but as long as you don’t mind the 
occasional sight of gimps run 
chased by a pack of prostr 
“ith bats, then we guaran 


Sayhellotothenewcrew @ 


Playtest 10 
We play The Third 


before anyone else 


tut : 
tee you'll fall in love 
her ado, let’s set 


bara ithout further 
with this game. So without tur ’ together, and 


~ may not be strictly PG, but it certainly falls under 
~ the header of good harmless fun! 


\ Andy Griffiths, Editor 


Super Side Activities 13 
What else to expect ®@ 


Competition 14 
Win a dildo bat! 
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OOS 
Salutations Contestant! 


As the only feline with a masters 
degree, | fn it’s imperative that | 
>) welcome you to the madcap craziness 
SF that is Saints Row: The Third. 


| Gangs, police, SWAT and the 
occupational army known as STAG will 
be at your throats from the moment you 
exit the safchouse, so why not come 
fully prepared? No, Um not talking 
about shotguns, pistols or even the SA3- 
KirStrike contraption - where's the fun 
in those! ('w talking about my own creations, 
which not only kill your target but also humiliate 
ther fet the comical amusement of yourself 
and all those around you! 


There’s the ‘Molusk Launcher’, which may (00k (ike 

a regular, slightly ‘genkified’ bazooka, but rather than 

shooting explosive shells, it actually shoots novelty octopuses 
that stupefy enemies, turning them into your allies shortly 
before they explode! Next up we have the always-anmusing 
Super Ballstic Manapult, which functions like a mobile 
rocket (quncher and uses people as ammo. Simply drive 
along, pick we pedestrians with my contraption's patented 
‘kitty mouth vacuun’ and shoot them out of the cannon 

above the cockpit, causing them to splatter on any 


surroundings they come into contact with. 
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HAVE YOUR SAY! 


Pre-order bonuses are all the rage, but which bits get 
you most excited? Tell us your favourite, and we'll pass 
on the results to THQ. 


>) And all this is capped off with the super sleek ‘Leisure Stunt Suit’, 
which even includes a super (ifelike Genki mask! Now, all these 
items are only available to those who show their faith in Genki ’s 
work early, 0 be sure to pre-order Saints Row: The Third to get 
the comedic edge in the chaotic city of Stee(port. Which of Professor Genki’s crazy bonus weapons most 
floats your boat? 


© A: Super Ballistic Manapautt 
@ 8: Octopuss Cannon 
@ | Leisure stunt suit 


Oh and don't forget to check in on my very special gameshow, 
Super Ethical Reality Climax, where you need to stomp my mascot 
minions in quick succession with a variety of different weaponry 
before the timer runs out or you expire due to your own 
incompetence. It’s a risky, ineXxcusably fun ob. but somebody has 
to do it and (‘ve chosen you! Go, go lucky super contestant! 


The one and only Professor Genki 


Let me know the results please! 


Your email address (if you want the results): 


Vote now! 


B : , 
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LAST TIME ON THE ROW 


id you know Saints Row began life as a Saints Row is aname that's synonymous with 
Dis 2 project named ‘Bling, Bling’? gamers everywhere, yet to properly understand 
How about the fact that a GameCube entry Now it has evolved, you need to go back to 2006 
was in development until the plans were scuppered  ~ atime when Microsoft were preparing their 
by the emergence of the Wii? We didn't think so. second console and when HD visuals were 
but worry not, as this short history feature will tell something that only AV guys were aware of. 


you all you need to know about this beloved series. It seems that five years is a very long time... 


Saints Row 


Released: 2006 | Developer: Volition Inc 


This Xbox 360 exclusive was THQ’s and Microsoft's answer 
to Grand Theft Auto - then exclusive to the PS3. The 
trademark openworld gameplay which set players loose 
ona grand urban setting was all here with cars to jack, 
NPCs to toy with and missions to be completed involving 
an array of colourful characters. 


For starters, players could create their own character 
and put them in-game, rather than being lumped with an 
angsty anti-hero. Your freshly moulded character appeared 
| on the streets of Stilwater and became involved with a 
street gang ‘The 3rd Street Saints’, led by Julius and his 
three key captains: Johnny Gat, Dex Jackson and Troy 
Bradshaw. The 32 missions take the Saints over each area 
of the city, spilling plenty of blood along the way. 


This was definitely the most serious Saints Row of the 
bunch with a host of Hollywood talent lending their 
likenesses and voices to the game including Mila Kunis, 
Michael Clarke Duncan and Keith David. Saints Row 
received widespread critical acclaim for its competitive 
J multiplayer modes and great production values, but the 
next game took a very different approach... 


Saints Row 2 


Released: 2008 | Developer: Volition Inc 


Rather than placing an emphasis on competitive multiplayer, for Saints 
Row 2 Volition went down the co-operative route, with players able to 
wreck Stilwater to their heart’s content with a friend in tow. This 
inclusion was an instant hit, 
and when coupled with 
the altogether sillier tone 
of the side activities (Septic 
Avenger anyone?), the 
series had finally found 
its true identity. The plot 
reintroduced your created 
hero from the first game 
and with the aid of some 
emergency plastic surgery, he or she was back tackling an all-new 
selection of criminal gangs. The voice talent was also a major step-up 
with Eliza Dushku and Neil Patrick Harris added to the returning cast. 
The original's lewd behaviour was put into overdrive for this multi- 
format release and gamers everywhere were bowled over by Saints 
Row 2's no-nonsense, all-fun formula. Little did we know that this series 
was going to get even more over-the-top in 2011... @ 
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Saints Row: The Third features a 
brand new engine. Can you tell us 
what the advantages are of utilising 
this new tech? 

We've built the engine from the 
ground up with openworld games 

in mind, incorporating a lot of the 
things that we've learned while 
working on Saints Row and Saints 
Row 2. We know what works and 
what doesn't, so we've optimised 
the engine to take advantage of that 
stuff. Iteration is the big selling 
point in terms of our 
tech. 
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LET THE GOOD TIMES ROLL 


We quiz The Third’s writer Drew Holmes on what makes this Saints Row the best yet 


Previously, everything was built 
in 3ds Max, so once a portion of the 
city was done, it was done. It took 
us weeks and weeks to go back and 
change stuff. This time around, if a 
section of gameplay isn’t working 
then we can rip it out, and it’s super 
fast for our artists to build stuff and 
our designers to iterate. Our 
animation team has been killing it by 
throwing in lots of new animations 
and custom stuff like melee actions, 
wrestling moves, throwing people 
across the street, etc. And that 
helps with a lot of the fluidity and 
the feel of movement, so it looks a 
lot more natural in terms 

of how you 
move through 
the city. 

In terms of 
the engine, it’s 
pushing the look 
and also the 
gameplay, giving us 
a amore stylised and 
» = distinct feel right 

“#7 across the board. 
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The other element which has been 
hinted at but not really talked about 
in detail is the RPG factor for Saints 
Row: The Third. Can you break down 
how it will work? Will it be like GTA: 
San Andreas, with avatars getting 
fatter if they eat too much, etc. 

The way that element works is that body 
customisation is completely up to you. If 
you want to make a fat person that’s fine, 
but you only eat for health. 

In terms of customised play, this time 
around respect is used essentially as 
currency, not to unlock missions as It 
was previously. Respect Is now 
used to upgrade gang weaponry, 
homie abilities and your 
stronghold. When it comes to the 
activities and missions themselves, 
you can play right through those; 
it doesn't conflict at all. 


Have you changed that aspect Ss 
so that side-missions feel = 
more incorporated with the 
main campaign? 

Yeah, this time we're making 
everything more cohesive, in 
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> Interview continued 


terms of the way that you play 
through the game. When you do 
anything in the city, you'll be 
rewarded with new districts. It’s 
going to be focused on wherever 
you're playing - whether you're 
taking part in activities or going 
around screwing with people - 
you're going to be rewarded control 
for that area. Before, you would 
complete a mission and then be 
rewarded a district on completely 
the other side of the map and it felt 
weird and disjointed. Now it works 
altogether, in terms of how you take 
over the city. 


Will players still have to fight to 
keep districts under their control? 
There will be a lot of different 
options, so you can customise how 
you want to take over the city and 
make it your own. 


As you've mentioned before, the 
Saints have become an 
international franchise within the 
game’s lore. Does that allow you to 
do a lot more funny things with 
media and radio stations in-game? 
We've got a giant stable of radio 
commercials that build up Saints 
Row as a brand. A lot of world 
building goes on in the background, 
in terms of setting up where the 
Saints are, and also the other brands 
in the universe and how they fight 
against each other into trying to 
monopolise the entire world. 

The idea that the Saints are a 
brand Is ingrained into the world. 
In a mission a fan might ask for an 
autograph — everyone knows who 
the Saints are. They might not like 
them, but they tolerate them. 


It’s very interesting how they have 
evolved, as the Saints started out 


as an 

underground 

thing and now 

they are almost 

like a company 

buildinga 

franchise... 

Yeah, they 

branched out; 

they've 

globalised. The 

Saints are 

indicative of 

the cult of the 

celebrity. They are in love with 
themselves, and as a result the 
world is in love with them as well. 
It’s all about what is over-the-top 
and what is crazy. If it makes people 
laugh, we're seriously going to 
consider putting it in the game. 
This time around the dark and 
weird things that didn’t necessarily 
fit the theme of the Saints Row 2 
are all out of the window. The Third 
has a very cohesive look, making 
things fun and enjoyable. We don’t 
want you to ever stop smiling or 
having fun. 


How different is Steelport 
from the previous game's 
setting of Stilwater? 

The amount of gameplay we've 
packed in is a lot different from 
what we had in Stilwater. You 
won't necessarily be driving 
across great distances to get 


to the 

next activity, as there’s always 

going to be something to co in that 
immediate area you are in. It’s a lot 
more about maximising the space 
rather than building a giant city where 
there will be a lot of dead space. We 
want players to always be engaged 
and having fun with something. @ 
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buttons to learn more about 
. on our allies in Steelport) 
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INTRODUCING THE SYNDICATE: THE BAD GUYS 
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PLAY TEST 


aints Row: The Third is 

bonkers, there isn’t another 

word to describe it. With 
Steelport, Volition has created a 
world which is jam-packed with 
more bad language, crass humour 
and varied gameplay than any other 
we've had the pleasure of setting 
foot in, yet the further we immersed 
ourselves, the crazier and more 
unpredictable proceedings became. 
However, before we get ahead of 
ourselves and you get over excited, 
why don’t you settle down and we'll 
tell you all about it? 

Suspension of disbelief is an 
sensation most gamers are all 00 
aware of, but Saints Row: The Third 
takes it to all-new levels. The first two 
missions of the campaign are prime 

examples of this, as like previous 
Aries in this gangster-themed 
series, the adventure starts with you, 
Johnny Gat.and co. robbing a bank 
(which in itself is done as a publicity 
stunt!). However, rather than opening 
the vault on location, they decide 
to steal the room-sized safe with a 
cargo helicopter. It would be easy 
to think that this beginning, which 
involved dozens of SWAT being slain, 
wasn't typical of the rest of the 
campaign, yet the next mission 
involves escaping from a 747 and 
skydiving to safety. This isn’t a game 
which does things by halves, and that 
angle is exacerbated by the Saints 


SAINTS ROW. 


—TME THIRD 


Format: PC, Xbox 360, 
PlayStation 3 
Publisher: THQ 
Developer: Volition Inc 
Heritage: Saints Row series, 
Red Faction series 
Link: www.saintsrow.com 
ETA: 18th November 
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now being recognised as international 
superstars, with their own clothing line, 
energy drink and a movie in production. 
After the opening linear prologue, 
gamers are set loose to do pretty much 
whatever they wish. If you want more of 
the story you can partake in 56 different 
missions — which get increasingly over-the- 
top with the stakes associated with the 
three rival gangs getting higher and 
higher as you progress — but you can also 


In addition to the campaign mode, 
there’s also a standalone wave-based 
survival mode, suitably dubbed 
‘Whored Mode’. In this mode you and 


some friends can battle against 30 


just mess around with the imaginative 
arsenal of weapons or tackle the side 
activities, which we've detailed elsewhere 
in this magazine. There's a ton of grade-A 
content to sift through here and wisely all 
the tools are here to give you the sort of 
fun which seems most natural to you. 
First off there’s the character creator, 
which allows players to customise their 
avatar with hundreds of different items of 
clothing, tattoos, hats and fancy dress. 
The silliness doesn’t end there though, as 
you can also customise your entire gang 
to look as absurd as you do with their 
own celebratory or derogatory emotes to 
match. Ninjas, wrestlers, BDSM fanatics 
and mascots are all able to join your 
posse if needs be. This (>) 


different waves of zombies, hookers, 
wrestlers, mascots, gimps and gang 
members with pre-selected weaponry. 
There are plenty of modifiers in play 
here too, so pay attention. 
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> PLAYTEST continued 


customisation potential also expands into 
the vehicular realm, with cars, vans and 
trucks also able to be customised via the 
helpful garage firm, Rimjobs. 

What makes this customisation angle 
even more addictive is the new XP-based 
progression mechanic which means 
the game is always falling over itself to 


THIRD TIME’S A CHARM reward the player for doing what 


’ ; ; comes natural in an openworld: causing 
Reasons why Saints Row: The Third carnage. Every destructive action gets 
outperforms its predecessor you closer to ranking up and being able 
to purchase new abilities. Completing 
side activities, missions and levelling up 
also unlocks new clothing items, 
weapons and vehicles to be added 
automatically to your crib’s storehouse, 
resulting in them being always available 
to you later on. Tanks, choppers, bikes 
and cardinal outfits were just some of 
the more pedestrian items we unlocked 
and you'll want to flaunt these when 
playing with your friends online. Speaking 
of which, every mission and side activity 
can be enjoyed with a friend whose 


Funny Moral Character playing online, and even if you just want 
business (ace to cruise around Steelport punching 
we s™) le civilians in the crouch with the ever-ready 


‘Awesome Button’, well by golly he or she 


e 
Funny business can join you for that too. 
Saints Row: The Third is genuinely funny. It doesn’t matter if you're All of these features would be for 
looking at the massive array of weapons, the consistently original nought if the gameplay wasn't up to 
characters or the bizarre tangents The Third’s story explores. Everything standard, but thankfully that isn’t the 
is designed to put a smile on your face and most of the time it works. case at all. Guns, even the sillier ones, 


feel impactful without compromising the 
game's light and fluffy atmosphere and 
vehicle handing is much improved 

over the last game. Motorcycles Ce 
feeling twitchy yet vulnerable, 
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> PLAYTEST continued 


whereas lorries and bulkier vehicles are 
heavy and powerful. Even the varied array 
of aircraft feel enjoyable to control, and 
make commuting between different 
activities on the map a complete breeze. 
The core components of a great 
openworld action game are all here and 
accounted for but what sets the game 
apart is just how much variation Volition 
have chucked into the campaign. Just 
when you begin to think you know what’s 
just around the corner there will be a 


“The core components 
of a great openworld 
action game are all here 
and accounted for” 


new weapon, enemy, 


gameplay mechanic 
or jaw-dropping 
celebrity cameo to 
make you reconsider 
your position. 
Throughout the 
campaign you'll 
always be enjoying 
yourself and 


savouring the fact that you have no idea 
what comes next. That’s the benefit of 
Volition carefully crafting four such 
substantially different enemy groups, 
and us gamers get to reap the 
unpredictable pay-off. 

Volition has continued their ‘fun for 
fun’s sake’ approach to development 
with Saints Row: The Third. We found it 
refreshing to play a game which knows 
it’s a piece entertainment and tries to 
offer players as much gameplay value 
as possible. We wish more developers 
would take that approach, and when 
you finally get your hands on this ballsy 
tongue-in-cheek experience we're 
positive you'll think the same. @ 


\ 


CHAINSAW 

What can be said about the humble 
chainsaw that hasn't been said 
before? Nota lot it seems, but when 
you're chopping up pedestrians and 
other gang members to bits you 
won't mind our lack of imagination. 


F-29 VTOL 

This transforming jet can transition 
from flight mode to hover mode 
instantly and boasts homing missiles 
and an uber-destructive death ray. 
It'snimble, powerful, can seat two 
people and makes cool transformer 
sounds when it switches modes. 


VIPER LASER RIFLE 

Weapons don't come much more 
versatile than this little baby! She 
looks cool, has good range and can 
be fired 22 times before requiring a 
brief period to cool down. Best of all 
the ammo is plentiful for our personal 
weapon of choice, 


KAYAK 

The attentive among you will 
recognise that is isn’t actually a boat, 
but actually a 4x4 wagon which 
belongs to the Deckers. We fell in 
love with it, mainly due to the Tron 
paint scheme andthe skater girls 
who attach themselves to the rear. 


OUR FAVOURITE WEAPONS AND VEHICLES 


MOLLUSK LAUNCHER 

Using this pink bazooka constantly 
made us burst out into fits of laughter, 
mainly because the octopus ammo 
constantly mutters childish apologies 
to its victims before making them do 
your bidding and eventually expiring 
ina shower of blood and bone. 


CHALLENGER 

Most openworld games have tanks, 
but Saints Row: The Third's is better 
than most. Itcan pancake cars easily, 
Sports a massive cannon and a 
machine gun. There's even room for 
two players, so you don’t have to 
leave your buddy behind. 


GL G20 

This heavy weapon spurts out 
grenades quicker than the human 
eye can blink and can annihilate a 
tank’s health barin a handful of 
seconds. Certainly something to pick 
up whenever you see a careless 
brute drop it after he’s passed on. 


SPECTER 

Hands up if you've always wanted 
a hover bike? All of youhuh? Yep, 
ustoo. This baby can switch 
between hover and flight mode 
and also packs a mini-gun. She's 
smaller and faster than her F-29 
VTOL cousin. 
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SUPER SIDE ACTIVITIES 


ery openworld action gamer knows that 
sometimes, no matter how good a campaign and 


its respective missions can be, occasionally you just 
want to let loose some carnage in a short measured 
burst. That's exactly what each of Saints Row: The Third's 
different activities are all about, and there's over 50 of 
the blighters to get stuck into. Today we're going to 
share with you what each of the 12 different varieties we 
discovered in a recent preview build entail, and needless 
to say they're all incredibly good fun. 


Each activity is replicated three times on the map 
with the objectives getting more challenging as the 
player completes each one. Usually whenever an 
activity is completed you'll earn a bonus — a new 
member added to your crew, a new weapon added 
to your arsenal or a new vehicle. We sampled each of 
the activities when playing on our own, but each is 
more than ready to accommodate co-operative play. 


: ESCORT ¢ SNATCH 
¢ ESCORT Il ¢ SNATCH Il 
¢ HELI ASSAULT ¢ TANK MAYHEM 
¢ INSURANCE FRAUD ¢ TRAFFICKING 
¢ MAYHEM ¢ TRAIL BLAZING 
¢ PROFESSOR ¢ TRAIL BLAZING Il 


GENKI’S 5.E.R.C. 
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WIN A COPY OF SAINTS ROW: THE 
THIRD AND AN SR3 GOODIE BAG! 


Seeing as you've now gotten a taste of what Saints Row: The Third is all about, 
we suspect you're champing at the bit to give this year’s craziest game a try. 
Thankfully we've got a very special competition to offer exactly that, with five 
copies of the game on a format of your choice and a handful of reallife dildo bats, 
ma aset of Bobbleheads, a Saints Row: The Third T-shirt and a pair of Saints Row: 
4 The Third sunglasses up for grabs! 


For full competition terms and conditions, please visit www.gamerzines.com 
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